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WELCOME TO VOU 





General Notes: | . 
Doug has been around, in the form of single-panel cartoons, book proposals, and cameo 


appearances in television commercials, for more than five years. He was not originally 
created with a view to “merchandising possibilities,” but as a creative outlet for feelings 
and emotions which reach back into my own childhood. This project is inspired by 
matters of the heart, rather than corporate profit potential. 


It’s been tremendously satisfying to watch Doug grow from a series of broadly 
delineated character traits and hasty sketches on post-its to the protagonist of his own 
series. Doug has been airing weekly on Nickelodeon since August, 1991. Jumbo 
Pictures Inc. was created specifically to produce Doug for Nickelodeon. It is the desire 
of this company to involve creative and-production personnel who understand and 
appreciate the unique universe of Doug. 


This guide is designed to familiarize the reader with every aspect of Doug’s world: the 
characters, locations, relationships, physical laws -- everything. It also outlines the 
structure and format of scripts, the design of characters, and the guidelines for premises 

ae for potential stories. It is intended to serve as a tool for writers and animators to get 
acquainted quickly with Doug. We hope that it will inspire ideas for new storylines, 
gags and jokes. It is not intended to stifle any creative input, but rather to channel 
creativity into Doug’s unique universe. This is an expanding universe, and there 1s 
always room to modify, add or change things as Doug develops. 


What is essential to DOUG: 

Doug Funnie and his family live in the small town of Bluffington. Bluffington is not 
located in any particular state or country. It’s conceived as a parallel universe, similar to 
our own, but quirky. In some ways, it typifies our world; in other ways, it's somewhat 
exaggerated; and in other ways, it’s just slightly odd. Bluffington is a gentle satire of 
Anytown. : 


Doug is surrounded by an ever-growing circle of primary and secondary characters. 
These include his dedicated (and extremely hip) dog Porkchop; his weird neighbor Mr. 
Dink; his best friend Skeeter Valentine; his secret love Patti Mayonnaise; and local bully 
and rebel Roger Klotz. | | 


Doug is not a cool guy, a slick dude, a perpetual winner who’s always in control of his 
situation (e.g., a Ninja Turtle). Neither is he a loser, a victim who’s never in control (e.g., 
Charlie Brown). He 1s in a far more interesting and believable position, somewhere 
between the two extremes. This 1s the predicament in which most kids find themselves. 
Doug is our cartoon “Anykid.” He faces each new challenge with a mixture of hope 
and foreboding; he 1s equally likely to conjure visions of painful failure or of unrealistic 
grandeur. In the climax of each story, he becomes an unexpected hero; he returns from 
his fantasies to the real world, and resolves his dilemmas in a down-to-earth, matter-of 
fact, peculiarly “Doug” fashion. 
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oug story begins with a relatively small event--a dance, afield trip, afishing 
a peton. "For Boxe. of course, these small events are very big deals. Doug's active | 
imagination illustrates the best and worst possibilities of any given situation. In Doug's 
catastrophic nightmares, he pictures himself as a wimp, a loser, universally despised and 
jeered at. In his dreams of glory, he pictures himself as one of a series of heroes: a secret 
agent, a superhero, a rich entrepreneur, admired and respected by all. As we watch 
Doug’s fantasies, we are drawn into his world, and the everyday happenings of small- 
town life acquire the emotional urgency of grand drama--which, for Doug, 1s what they 


are. 





When Doug snaps out of his fantasy world and returns to reality, he is faced with a 
moral or emotional dilemma. He reacts hesitantly, and somewhat unsurely; but he 
invariably displays a certain measure of sincerity and courage. One way or another, 
things work out for Doug, in the end. 


Doug is an emotional, caring, vulnerable character. His soft, white, emotional underbelly 
is exposed in every episode. The viewer must empathize with Doug, heart and soul. In 
- order to establish this empathy, we must maintain a clear boundary between Doug’s- 
fantasy world and the reality of Bluffington” In Doug’s real world, we never allow him 
to be entirely squashed; neither can he become a conquering hero. He's just a regular 
kid, navigating the difficult waters of the sixth grade. He always manages to do the 
right thing and, one way or another, things turn out okay. 


These issues will be reviewed in greater depth in the STORY and FORMAT sections of 
the guide. | | | 


Here, then, is Doug. We hope you like him. 


Jim Jinkins 
homme creatif et dad de doug 
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Doug Funnie 


Home: 21 Jumbo Street, Bluffington 

Age: 12-1/2-years-old 

Hobby: Loves to doodle and daydream. Keeps a journal. Plays banjo, and air guitar 
to the Beets. 


Doug is the cartoonist on the school newspaper, The Weekly Beebe. 


Profile: Doug is the central character of the series. He is a highly impressionable kid 
who feels painfully average. He is left-handed and often feels out in left 
field. Doug has an incredibly vivid imagination. 


Quotes: “The things a guy has to go through to keep from being a loser...” “How 
did I get into this mess?” 
Loves: Root beer, summer vacation, Patti Mayonnaise, cheese sandwiches, Man-O- 


7 Steelman comics, banana pizzg3, Smash Adams, movies. 
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Porkchop 


Home: 


Age: 


Profile: 


Quotes: 


Fact: 


21-A Jumbo Street, an teepee-shaped dog house complete with satellite dish. 
air conditioner, and more; we’re not quite sure what’s in there. Porkchop 
has his own mailbox and tends to get more mail than the Funnies. 


1-1/2-dog-years (that’s 10-1/2 to you and me!) 


Porkchop is no ordinary dog. He seems capable of almost anything he puts 
his mind to. He can’t speak, but he has no problem communicating. He 
doesn’t have any extraordinary powers, but he is very resistant to physical 
damage; he’s the only Doug character who might emerge from a physical 
disaster with his fur only slightly singed. Porkchop never lets a day go by 
without buying himself a Peanutty Buddy from the Mr. Swirly ice cream 
man. : 


“Rrrrr-row!” Pant-pant. Slurp.. 


Porkchop is Doug’s -"best non-human friend.” 
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Skeeter Valentine 


Home: 1492 Ocean Blue Lane, Bluffington 

Age: 12-3/4-years-old 

Hobby: Listens to weird music, wears strange clothes, makes strange mouth noises. 
Profile: Skeeter reads a lot -- in fact, he’s a genius (see “Doug’s Brainy Buddy” and 


“Doug’s Brain Drain”) -- but he only makes average grades. He is 
hyperactive and has a very short attention span. He is far from mellow, but 
he is easygoing and accepting. For example, if Doug decided to change his 
name to Moondoggie,” Skeeter might respond “Cool,” or “No problem, 
Moondoggie.” He wouldn’t challenge Doug’s rationale. 


Fact: Skeeter is Doug’s best human friend. 


-: 
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Patti Mayonnaise 


Home: 1000 Island Boulevard, Bluffington 
Age: 13-years-old 
Hobby: Reading, sports (she can outshoot any boy her age in a game of H.O.R.S.E.). 


dancing, singing, making friends. 7 


Profile: ‘Patti is a cute, smart, popular classmate of Doug’s. She is a natural-born 
leader and is rarely a victim of peer pressure. Because she is so articulate. she 
is sometimes intimidating to teachers, coaches, and other people who are 
insecure. She has a great sense of humor and is well-liked by most of her 
classmates, in particular Guy Graham, who seems to have singled her out. 


Fact: Doug is secretly in love with Patti. 


co 
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Roger klotz 

Home: A huge estate in Boogerton Heights. 

Age: 14-years-old 

Profile: Roger works hard at maintaining his school-bully status. He was held back 

| two years in school. He is mean, but not dangerous. Beneath his rather thin 

malevolent veneer is an insecure, likable guy. Roger’s closest friend is 
Stinky, his cat. | | 
The details aren’t too clear but Roger and his mom have recently come into a 
lot of money. They’ve moved into a huge mansion, but they keep their old 
trailer home out back. 
Roger’s parents are divorced. He lives with his mother, Edwina, who works 
as a hairdresser at Rose’s Beauty Parlor on Grand Street. Roger’s father is a 
clown who lives in Bloatsburg and visits occasionally. 

Quotes: “Face it, Funnie!” “I’m smart, remember?” “Oh brother, what a loser!” 

Goal: To rule the world, or at least own his own gas Station. 

Fact: 


Roger is a rebel without a clue. 
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Bud Vink 


Home: 


Age: 


Hobby: 


Profile: 


Quotes: 


Fact: 


_ want it. 


19 Jumbo Street, Bluffington (next door to Doug) 
47-years-old 


Any activity that requires equipment, gadgets or other toys. 


Bud is overcompensating his way through life. He overarticulates, 


overspends and generally overdoes everything. He has taken it upon himself 
to be Doug’s mentor. Bud is always trying to “help” Doug by imparting 
great words of wisdom, such as “Like I always say, Douglas, never paint 
yourself into a corner and throw away the key.” Bud harnesses his poetic 
energy in his job as Headline Writer for The Bluffington Gazette. 


“Like I always say...” “Douglas my boy...” “Very expensive!” “...but I 
digress.” “Groovy” and other outdated slang. 


Bud Dink would give you the shirt off his back, even though you didn’t 
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A Doug story has three fundamental elements: a simple kid issue; Doug’s fantasies, 
both, optimistic and pessimistic; and a moment of truth. These three elements form the 
story’s skeleton, which is then fleshed out with Doug’s characteristic tone of fast-paced 


action, running gags, and quirky, ironic humor. 


KID ISSUES | 
For most of us, the years we spent in Elementary and Middle School were a period of 
joyous confusion, of emotional upheaval, of abrupt and shocking exposure to feelings 
we had never experienced before. “Kid issues” are simply the issues which obsessed 
us, tortured us, captivated us, enraged us, and inspired us to fits of ecstasy when we 
were kids. Peer pressure, puppy love, self-doubt, paranoia, jealousy, pride, honesty, and 
guilt have all served as motivating issues for Doug episodes. The key 1s to create a 
situation which calls these primal emotions to the fore. 


In “Doug Can’t Dig It,” the kid issue is embarrassment by one’s family. Doug’s sister 
Judy, a performance artist, comes to perform at his school. Doug is certain she'll do 
something really weird and embarrassing, and he tries to talk her out of the performance. 
In the end, the other kids like Judy’s performance, and Doug comes to respect and 
appreciate his sister...except, of course, when she’s really annoying... 


The stories are, of course, comedies. However, kid issues are dramatic, and drama is the 
heart of the series. The situations should be quirky and the action should be funny, but 
the emotion must be honest. 


It’s important not to portray Doug as a loser. Doug is far from a loser; he’s just painfully 
average. In reality, he should never be beaten up, or jeered at by the entire school. He 
should also never do anything so embarrassingly stupid that it makes it hard to 
sympathize with him. These are the things Doug fears, but they never actually happen. 


The stories should feel personal. There’s no better way to think up a Doug premise than 
to call up the most vivid memories of your childhood. 
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DOUG'S FANTASIES St = oe 
Doug’s fantasies explore the best and worst possibilities inherent in a given situation. In 
“Doug Can’t Dig It,” Doug’s nightmare vision of what Judy’s performance might entail 
ends with a terrifying moment in which Judy abruptly declares, before an audience of 
the entire school, “Doug loves Patti.” In “Doug’s First Date,” Doug, contemplating — 
asking Patti to the fair, pictures himself as Sir Doug, in shining armor; the Princess Patti 


leaps into his arms. 


Doug’s fantasies tend to motivate his behavior. An optimistic fantasy will inspire Doug 
to take a chance; a pessimistic one will cause him to back out of a situation. Fantasies 
can be as short as a few sentences in the script, or as long as a page and a half. The short 
fantasies (i.e., thought bubbles) tend to illustrate what Doug is feeling at the moment: it's 
the longer fantasies which illustrate how Doug is wrestling with some difficult problem 


or decision. 


We use Doug’s fantasy life to add visual spice to our stories, to do genre-spoofs and 
other types of self-referential humor, and to explore the universe on a scale not permitted 
within the pedestrian confines of Bluffington. For example, we would never allow 

Doug to save Bluffington from a giant lizardlike monster in real life; but in his fantasies, 
as Quailman, Doug can take on any diabolical menace he pleases. 


Try to avoid “awards ceremony” fantasies, in which Doug imagines himself receiving an 
award before cheering throngs, and “laughingstock” fantasies, in which Doug 
envisions a crowd jeering at him. These are the easiest and least imaginative of fantasies, 
and we’ve done too many of them in past episodes. Also, try to keep a balance between 
negative fantasies and positive ones in each episode. 


Generally speaking, there should be at least three fantasies in each episode. Fantasies 
should not be used carelessly. Doug’s fantasies are a means of highlighting the 
emotional dilemmas which form the core of each Doug episode, and it is crucial that they 
advance the story. They should not be used as a simple digression or substitute for 
emotional content. 





MOMENT OF TRUTH 


The kid issue which motivates each story reaches its climax in Doug’s moment of truth. 
Doug is confronted with a dilemma; he must make a choice. There 1s a single axiom in 
the world of Doug, and it is this: in the end. Doug always makes the right choice. Doug 
chooses for sincerity, simplicity, honesty, self-assertion, bravery, fortitude, responsibility, 
loyalty, freedom, truth, and the Bluffingtonian way. He chooses against superficiality, 
pettiness, mendacity, greed, selfishness, stubbornness, cowardice, disloyalty, 
irresponsibility, and the easy way out. He does this not loudly, not ostentatiously, but 
hesitantly, meekly, and uncertainly. As a-result of Doug’s precarious good judgment, 
things turn out all mght in the end. Not perfect, that is, but all right. 
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. Can’t Dig It,” Doug’s moment of truth comes when he must decide whether 
~* Ree his nd performance. Judy has specifically asked that Doug introduce 
her, and she cares about him enough to want his approval. But Doug doesn’t want to 
face the crowd and take responsibility for his sister’s weirdness. In the end, of course. 
Doug goes ahead and introduces her. His introduction is brief and equivocal. and he 1s 
unable to bear watching her performance, but he has done the right thing. Lo and 
behold, everything turns out for the best. 


THE TONE OF DOUG — 
The adjective which most accurately describes Doug’s overall tone is quirky. The sense 
of humor we’re looking for isn’t broad, sadistic, or free-associative; it’s just a little goofy. 
a little odd. A sign in the Detention Hall at the Bluffington School reads, “Time Will 
Pass-Will You?” Lamarr Bone is a champion yodeler. The Mr. Swirly Ice Cream 
Factory (see Design Pack) looks like a nuclear power plant, with huge ice-cream cones 
instead of coolant towers. In “Doug’s Dog’s Date,” when Skeeter suggests Doug get 
another pet, Doug fantasizes having a lobster. It’s not an appealing, cool-looking 
lobster; it’s kind of a pathetic little lobster. In “Doug Can’t Dig It,” Doug recalls 
performing with Judy in a Dental Hygiene play. All the other kids were dressed as teeth; 
Doug was supposed to fly onstage, suspended by wires, dressed as a toothbrush, and 
attack Judy, wearing a fuzzy suit labeled “Plaque.” Doug is home to the goofy, the 

. wacky, the odd, and above all the quirky. 
\*S 7 


X& The challenge to those involved in creating Doug is to avoid clichés! 
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TIME | 
Each 30-minute “program” of Doug consists of eight minutes’ worth of titles, credits. 
and advertisements, and one twenty-two minute episode. Scripts for each episode 


should be no shorter than 30 pages and no longer than 32. 


THE TEASE 

Each episode begins with a tease scene, which lasts approximately 90 to 120 seconds (1 

to 1 1/2 pages). The tease should at least hint at the conflict in the episode -- but | 

without, in general, giving away the central dilemma. The tease should end in a 

cliffhanger, a plot point, a dramatic moment, or some other device to draw the viewer in. 

At the end of the tease, the viewer should be wondering: “How is Doug going to handle 

this?” We then cut to a title sequence before resuming the story. Teases can be any one 

of the following: | 

-The beginning of the main story, with Doug’s voice-over narration introducing the 
story via a journal entry (in past tense). (See “Doug’s Cool Shoes.’”’) 

-A fantasy that will be used again, in more detail, later in the story. (See “Doug Gets 
Busted.’’) 

-A fantasy thematically expressive of the story, even if it’s not repeated later in the 

show. (See “Doug Goes Fishing.”) 


SCENES 

Doug scenes should be short, funny, and fast-paced. Each scene should use action to 
advance the plot. Scenes should be funny. Physical humor, gags and jokes are very 
important. Because of the emotional nature of Doug and the serious issues our stories 
deal with, there is a tendency to lose sight of this. Always keep in mind: this is 
animation--use the medium. 


DIALOGUE 

Avoid overly talky scenes (any scene with over half a page of straight dialogue is a 
talky scene). Try to break up dialogue with action. Your general plan should be to 
show it, not say it. Do not solve the problem of an overly talky scene by simply having 
your characters walk while they talk. Be imaginative. 

There should never be more than eight speeches a page, and most pages should have 
less. The script should contain, at most, a total of about 240 speeches. 


STYLISTIC POINTS 

Avoid references to specific people, places and things outside of the world of Doug (e.g. 
celebrities, songs, TV shows, movies, historical figures and specific events). There are 
two ways to accommodate worldly references in the Doug universe. The first is to 
invent an appropriate Bluffington analogue to the real-world referent: the 4th of July 
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can be replaced by Bluffington Founders’ Day, “I Love Lucy” by “The Uncle Grunty 
Show,” etc. The second is to generalize to a non-specific noun: a homework assignment 
on Brazil can be replaced by one on tropical rain forests. Remember: Bluffington 1s not 
necessarily in America. We only know that Bluffington 1s in the Tri-County Area. 


Avoid contemporary (or, worse, passé) kids’ slang (e.g., dweeb, nerd, dude, turkey, or 

anything ending with the word “city”--“you're in fat city’’). Use slang that seems _ 
universal, like “cool,” “man,” or “wow.” For put-downs, “loser,” “lame,” “lame-o. 

“loon,” “goofus,” and “doofus” are all okay. Especially “loser.” 


VOICE-OVER ae | SO 
Doug’s journal entry voice-over should be used as a device for quickly delivering 
necessary exposition and for communicating Doug’s internal quandaries and emotions. 
It should be used sparingly--do not cheat on showing or dramatizing an emotional beat 
by simply having Doug state it in his journal. 


Doug is not like The Wonder Years in its use of voice-over: the show’s humor does not 
derive from the juxtaposition of Doug’s internal monologue with actual events. 


When using voice-over as a device to move the story forward, make sure the voice-over 
is interesting in and of itself. 


EPILOGUES 


We prefer not to end Doug episodes on the climactic scene. Many episodes close on a 
scene of Doug in his room, putting the finishing touches on a journal entry describing 
the show’s events. Ideally, we are able to stage one last gag in this scene, which brings 
the pace back up to a frenzy as we fade out. Often, we hear the muted sounds of wild 
rumpus, as we pull out to a long shot of the peaceful town of Bluffington, nestled in the 
great dark elbow of night. The epilogue assures us that all is well in the world of Doug. 


STRUCTURE | 


1. Tease --sets up plot, ends with cliffhanger. 

1A. The “show open” (where Doug walks through the door and the show’s title 
appears) separates the Tease and Act I. 

2. Act I -- should come to an end between pages 10 and 12. The climax of Act One 
presents the central issue of the show. 

3. Act II -- should come to an end around pages 23 to 25. The climax of Act Two sets 
us up for the final confrontation, action, etc. , 

4. Act III -- brings us the resolution of the conflict and the epilogue. 
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BLUFFINGTON THEN: A BRIEF HISTORY 


Ten million years ago, the Poulet Mountains were a shallow, tepid sea inhabited by _ 
trilobites, ichthyosaurs, protozoa, and various other ancient species. Some three million 
years ago, the foothills of the Poulet Mountains encountered the New Hampster Fault 
Line and were thrust thousands of feet skyward, becoming a snow-capped range of 
mighty volcanoes scored by dizzying glacial ravines. This, however, was considered 
somewhat excessive, and over time the embarrassed peaks shrunk to more sensible 


dimensions.” 


The foothills of the Poulet Mountains were a barren and unpopulated wilderness until 
they were settled by the family of Thaddeus Bluff (Bill Bluff’s great-great-great- 
grandfather). Thaddeus was the leader of a community of dissenters who were ~ 
searching for a new land, a land where they would be free to practice the piano in a 
manner of their own choosing. The spot Thaddeus selected for his settlement was 
located between two rivers, next to a forked tree which had been struck twice by 
lightning and had moss growing on its south side.° “Thaddeus Bluff,” his followers 
exclaimed, “you have gone plumb loco!” But Thaddeus put his foot down”; the 
settlement was founded, and it prospered.” Thaddeus came to feel that he was the 
luckiest man on earth, and that he would live on this land for the rest of his life. He died 
soon thereafter. His son, Amos Bluff, built a good luck charm factory nght over the spot 
where his daddy had put his foot down. The factory blew up, burned down, blew over, 
and was washed away in a flash flood: 


Great-granddaddy Hy Bluff decided to get out of the good-luck-charm business and go 
into something less dangerous. He founded Lucky Bluff Foods, the infamous mail-order 
gourmet specialty food company. He made a fortune with esoteric items such as maple- 

and-trout-flavored jellies and chocolate-covered moose, elk and chamois. Hy Bluff died 
in a freak accident involving bat guano and dynamite.° 


Including the indigenous “Neematoad,~ an extremely slimy and ugly beast, long extinct. Probably 
2 An early theory held that the mountains shrunk because they were afraid of heights. Hence their 
name, which stems from the local term for “chicken.” 
* The settlers were met by a parade of black cats smashing mirrors on a crack in the sidewalk 
under a ladder. And a big fat neematoad with a wall eye. 
* Thaddeus put his foot down on a sharp rock. The rock flipped up and into the eye of the settlers’ 
seed bull, Herman. Herman lost his eye and his depth perception, and couldn't continue the 
journey. So there they were. z° 

More or less. Nobody died. In the first year. Almost nobody, anyway. 


© The specialty food to end all specialty foods. Hy was quite senile by this time. 
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The land was fertile and beautiful and many settlers began to make homes for themselves 
in the area. The soil was perfect for growing beets, so giant beet farms sprouted up all 


: 7 Granddaddy Rudolph Bluff hated beets and turned to 
coe le “Pas farce : ow hed grown to be a small, bustling town 


politics. He was elected Mayor of what by n ( 
filled with stores, a hotel, the beet-packing plant, a school, a petting zoo, and, of course, 


Lucky Bluff Foods. | 
h conducted a contest to see what the town should be named. As luck would 


‘have it, Bluffington became the new name of the small, proud town.” Rudolph also 
cleared the land for the Town Hall and for Bullseye Park, located on the spot of 


Thaddeus Bluff’s infamous livestock-blinding incident. 
Bill Bluff was groomed to take over the family business.’ Eventually, he created Bluffco 


Industries, which controls most of the commerce in town. Bill considers himself the 
luckiest man in the world, although he would never admit it (not in modesty, but in self- 
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z Lucky Bluff Foods stopped buying the giant thirty-ton beets when they realized there was no market 


for them. The settlers then turned to normal beets. 
Most of the locals were more relieved than offended; they had grown tired of referring to the town as 


“that place where they make the weird food.” 
. And several other families’ businesses, as well. 
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BLUFFINGTON NOW 


Bluffington, “Bumper Sticker Capital of the World,” is nestled in the rolling foothills of 
the Poulet Mountains, not far from Mt. Saint Buster, the highest peak in the tri-county 
area. This proud community boasts the second-lowest crime rate in the country. 


DOWNTOWN oo 
Bullseye Park, in the center of town. The north side of the park is flanked by town 
government buildings, including City Hall and the central town library. The town's 
main 

business district, including many family-owned stores and boutiques, lies to the south 
and east. Most of the downtown area has a small-town urban feel to it; the buildings are 
largely two- and three-story townhouses (see Design Pack). 


MALLS 


The town has grown steadily, and many of the old beet farms have been transformed 
into suburban neighborhoods. Two shopping malls have sprung up. The Four Leaf 
Clover Mall is on the west side of town; the elite Boogerton Mall is on the east. Four 
Leaf Clover Mall is home to Shoes ‘n’ Shoes (“The Shoe People’s Shoe Store’), the 
Video Goofball (the make-your-own-music-video store), T.J. Roughage’s | 
all-you-can-eat salad bar, the Punt ‘n’ Grunt sporting goods store, Raccoon Records, 
and the Master Blaster Video Dome video arcade, among others. 


THE LOOP 
The business loop around the town bulges with all sorts of consumer shopping 
opportunities, including: 

Cornie’s Corn Bar - (see “Doug’s New School’) 

Sully’s Comic & Book Nook 

Starbluff’s -- a trendy coffee joint operated by Bill Bluff (see “Doug: A Limited 
Corporation”). | 

Chez Honque -- formerly the Honker Burger (see “Doug’s Last Birthday”). 


SCHOOLS 

There are two schools in town. Beebe Bluff Middle School (named after Bill Bluff’s 
daughter -- he put up the money to build it) which Doug and his friends attend. It’s a 
typical public school with kids from a wide variety of socioeconomic backgrounds. 
Getting a good teacher is sort of hit-or-miss, but all in all, it’s a pretty good school. 
Across town in the exclusive Boogerton Heights area is The Moody School for the 
Gifted (where Judy and her friends go). It’s a private school for exceptionally 
intelligent, artistic and athletic children. For those lucky enough to be too young for 
school, there’s the Ding Dong Day Care Center. 
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HANGOUTS 


Mr. Swirly’s, pre-teen Bluffingtonians’ favorite place to hang out: ice-cream, burgers. 
shakes and big booths to sink into. Mellon Point, high atop Mt. Saint Buster. boasts a 
beautiful view. Kids go there to rock climb, hike, and swim in Mellon Point Pond. 


Suicide Mountain - A skateboard park featuring terrifying drops on 4 long curving 
track. See “Doug’s Shock Therapy.” | 


BLUFFCO 
Bluffco Industries, a thriving conglomerate owned by the powerful Bluff family, owns 


such companies as: 


Beet Publishing, publishers of 

a) The Big Bluff - the trade magazine of Bluffco Industries. 

b) Shut Up! - the magazine with an attitude. 

c) Man-O-Steel Man Comics - featuring the ultra-super-duperhero to end all 


superheroes. 


Stick ‘Em Up Bumper Sticker Company - The largest supplier of bumper stickers in the 
known world. 7“ 


Deja Vu Recycling Plant - The ultimate in recycling. 


Bumpercar Mania - An elaborate rollercoaster/bumpercar ride. See “Doug’s Driving 
Lesson.” 


Funkytown - The local theme park. It originated as an amusement park long ago 
(nobody quite knows when), and each decade has been modified to reflect the latest 
fads. This tradition stopped in the 1970s as the park’s popularity declined, and it is now 
an archaic paean to the disco era. See “Doug Inc.” 
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LAWS OF PHYSICS 





The laws of nature and physics in Doug’s universe are almost exactly like our own. 
except for one thing. Yes, you guessed it--they’re quirky! 


Porkchop and Stinky (Roger’s cat) have qualities of both animal and human behavior. 
Examples: Porkchop lives in an teepee with his own address, mailbox, and satellite dish 
on top. He also buys Peanutty Buddies from Mr. Swirly with his own money. Stinky 
plays electric guitar and has his own CD collection. Although neither.Stinky nor 
Porkchop can speak our language, they understand it perfectly. 


Porkchop would never purposefully step off of a cliff or under a steamroller. However, if 
he did fall victim to such a calamity, he would somehow survive. He’s like a cat with 


nine lives. oan 


Another exception to the usual laws of physics is made for technological gadgets— 
particularly those associated with Mr. Dink. Technology in the world of Doug can 
perform feats which wouldn’t necessarily be possible in our world. These technological 
wonders tend to be goofy and humorous; we’re looking for Rube Goldberg, not G.I. 
Joe. For instance, Mr. Dink has a little box the size of an eyeball which somehow folds 
itself out into a 25” TV set. His kitchen is run by a computer named Julia which refuses 
to let him eat too much--it’s sort of a cross between Julia Childs and HAL from 2001. 
Bluffington has no cars which turn into airplanes or nuclear-powered rockets, but a 
‘sonic lawnmower might be right up Mr. Dink’s alley--especially if it malfunctioned in 
some harmless but humorous way. 


It is important to remember that Doug lives in a real world. Anything that happens in his 
world should be physically and emotionally plausible. And it is imperative that he find 
realistic solutions to his problems. There are some exceptions to this rule -- 1.e., Skeeter 
ties himself in knots in “Doug Can’t Dance” and Porkchop levitates in “Doug’s Dog’s 
Date’’--but, in general, try not to violate physical reality. 


Within Doug’s fantasies and daydreams, all laws of nature and physics are suspended. 
Violations of these laws in Doug’s fantasies are highly encouraged. 
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THE FUNNIES: 


Doug and his family moved into their two-story wooden frame house at 21 Jumbo Street 
two years ago, in the series’ first episode, “Doug Bags a Neematoad.’ Previously, they 
lived in the nearby city of Bloatsburg. Through the series’ first several episodes, Doug 1s 
the proverbial new kid in town; but as time goes on, he becomes an assimilated member 
of Bluffington society. The Funnies are a close-knit, loving, middle-class suburban 
family. The Funnies are: 


Phil Funnie 


Doug’s 40-year-old father Phil prompted the family 
move to Bluffington when he landed a job as a 
portrait photographer in the Busy Beaver Department 
Store photo department. He spends his days 
persuading screaming babies to smile and “Watch the 
Busy Beaver!”--and persuading their shouting, 
spanking mothers not to interfere. Phil is a talented 
photographer and likes his job, except for the crazy 
parents. He dreams of being a famous film director 

- someday; for now, like most middle-class parents, he 

just manages to make ends meet. Traveling 

from store to store leaves Phil with less time for his family than he would like. 

Occasionally he takes Doug to work to help position babies, jiggle the Busy Beaver, 

etc.; Doug loves this. Phil is a good husband and father; he’s prone to typical “Dad” 

expressions like “I’m proud of you, mister!’’ and “Come on, Funnies!” 


MsSS= 


( 





Theda Funnie 


Doug’s 38-year-old mother is a vivacious woman with 
an excess of creative energy. She is active in 
community affairs and works as a part-time manager at 
Dejavu, the co-op recycling center which, in addition to 
handling the usual bottles and cans, reassembles 
discarded washing machines into brand-new armchairs, 
converts broken umbrellas into bicycle wheels, etc. As 
Doug puts it, she’s always making lemons into 
lemonade. Occasionally, Theda’s optimism veers to the 
absurd; she is liable to wave Doug off to school with a 
heartfelt “Be happy!” She s a peanut-butter , 
sandwiches “how-was-you-day-at-school-dear?” type 
of mom. 
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Judy Funnie 

Doug’s aloof, melodramatic 17-year-old older sister 1s an 
aspiring actress and performance artist who treats the 
entire world as a stage for her theatrics. For Judy, one 
day is a Shakespearean tragedy, the next day a Rodgers 
and Hammerstein musical comedy; the next day she . 
might craw] into the wading pool wearing a garbage 
bag and hum songs of the humpback whale. Judy is 
somewhat hard on her brother: she guards her privacy 
jealously while ignoring his, chuckles condescendingly 
at his emotional crises, embarrasses him with her 
flamboyant behavior, and forces him into a supporting 
role in the soap opera of her life. Nonetheless, she loves 
her brother; and Doug, though he often thinks she’s 
crazy, likes her. Judy says, Gather ye rosebuds! The 
sands of time are running apace,” or “You need to 
center, collect yourself, look within.” 


Doug Funnie 

Doug discovered early in his life that he was not 
exceptionally cute, smart, athletic, or in any other way 
distinguished or noticeable. Like Chaplin and Keaton, 
Doug is an Everyman. He 1s also a dreamer and a 
budding artist; and because viewers can see into 
Doug’s daydreams, they will find themselves 
sympathizing with him even more. Doug s daydreams 
and doodles often get him into trouble at school. Doug 
is left-handed and, although no one tries to force him to 
change, he sometimes finds it difficult to be graceful in a 
right-handers’ world. 
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Porkchop 

Porkchop is Doug’s best non-human frend. Almost 
anywhere Doug goes, Porkchop is sure to be at his side. 
When everyone seems to be against Doug, he can count 
on Porkchop to be there. Although Porkchop is | 
nonverbal, he is very effective at expressing himself and 
voicing his editorial opinions. For example, in “Doug 
Can’t Dance,” Roger teases Doug about looking like 
“a pile of manure.” At that point the camera cuts to 
Porkchop rolling his eyes in disgust. He serves as comic 
relief in tense situations. He is intelligent and confident 
and has a great sense of timing. Porkchop lives in an 
teepee in the Funnies’ backyard. 


Cleopatra Dirtbike Funnie 

Cleopatra is the youngest member of the Funnie family. 
She came into the world Christmas day. At this point _ 
she’s pretty much a much loved, overly photographed, 
scooting, gurgling, blob. 
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THE VALENTINES: 


Skeeter and his family live in a house slightly smaller than Doug’s, at 1492 Ocean Blue 
Lane, in the Woodchuck Woods subdivision, 1-1/2 miles northwest of the Funnies. They 


moved into town 4 years ago; previously they had lived in SeeSally Beach, where 
Skeeter’s father Joe was a tugboat pilot. The Valentines are: 


Joe Valentine 
Skeeter’s 42-year-old father is noticeably short in both 
height and temper. He is a retired tugboat pilot who 
often reminisces about his glory days, pushing big ships 
around SeeSally Beach harbor. Joe carries his love of 
pushing things around into his personal life, and Skeeter 
is often on the receiving end. Joe, huffing and puffing, 
regales Skeeter with deluges of commands so forceful 
that the boy’s hair often waves in the breeze; but 
somehow, just when Joe is about to unleash the full fury 
_ of his storm, he always loses his train of thought. 
Skeeter calmly helps him get back on course, but by the 
time he does, the wind is gone from his sails, the tempest has left the teacup. Joe: “All 
right, mister, your quarters are a disgrace to this man’s. . .” (he hesitates). Skeeter: 
“House?” Joe: “I know good and well it’s a house. Now hit the deck and give me 10 
of those. . those. . .they go up and down. . .” (gestures desperately). Skeeter: 
“Pushups?” Joe: “None of your backtalk, mister.” 





“HG Ruby Valentine 
< 4 Skeeter’s 32-year-old mother is a quiet, soft-spoken, 


meek woman, devoted to her husband and two 
children. Although they have lived in many different 
Ee places, her world seems very small. Ruby is a generous 
hostess and a good cook; she often has Skeeter’s 
friends over for dinner. She has become friendly with 


Theda Funnie, who is gradually coaxing her out of the 
narrow confines of her home, encouraging her to be her 
| | own person. ; 
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Skeeter Valentine 

Doug’s best friend Skeeter is an enthusiastic supporter 
of the new, the different, and the weird. He has an 
exceptionally broad, tolerant attitude, especially toward 
his father. He is accepting and forgiving of others’ 
shortcomings. Narrow-minded, judgmental kids tend to 
think Skeeter is goofy and out of it. Other kids, 
however, think Skeeter’s weirdness 1s cool. Skeeter has 
read a lot on his own and has a broad fund of 
knowledge; but he doesn’t apply his interests to 
conventional education and, as a result, makes only 
average grades. 





Dale- Valentine 
_ Skeeter’s little brother Dale, 3, is a tiny dynamo of 
’ energy, a non-stop diaper demolition derby. He has a 
natural gift for locating the critical linchpin of a given 
situation, and taking it out with a single well-aimed 
blow: scattering the leaves Doug and Skeeter have 
spent hours raking, or cheerfully crayoning all over the 
living-room wall. He has a talent for attracting and 
communicating with animals; he’ll lure Porkchop into 
range, then jump on his back like a bareback rider Dale 
spends most of his days at the Ding Dong Day Care 
Center. At other ttmes, Mrs. Valentine forces Skeeter and Doug to take care of Dale; 
they have a number of games designed to handle this situation, such as “Hide and 
Ignore” and “Giant Tick” (in which Dale is the monstrous tick and Skeeter and Doug 
run away). Doug has inadvertently become the Valentines favorite baby-sitter. See 
“Doug’s Baby Duty.” 
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THE DINKS: 


The Dinks are Lucky Hills’ oddest couple. Having moved to the neighborhood from 
Boogerton Heights, they built a wacky Bauhaus mansion right in the middle of an 
otherwise normal subdivision. For Lucky Hills, things would never be normal again. 


Bud Vink 


Doug’s next-door neighbor grew up in Bluffington and 
feels that because he is a local boy he has something to 
prove to himself and his peers. He tends to 
overarticulate and misuse big words in a feeble attempt 
to impress people. If this fails, he is sure to point out 
any one of the many expensive gadgets and toys he 
buys for himself. “Like I always say, money is like 
manure, you have to put it in your pockets and. . 
money is like a tiny mustard seed, if you spread it on 
the hot dog of life. . .you get the idea.” Mr. Dink thinks 
| _ of himself as the people’s poet and is often heard 
giving helpful advice in the form of malapropisms and spoonerisms. He has exploited — 
this great gift by becoming the Headline Writer for the Bluffington Gazette. Mr. Dink 1s 
kind and gentle but very loud and excitable, occasionally spitting while talking. He 1s 
often found on his cellular phone or spouting his latest headline ideas into his 
brand-new, imported, one-of-a-kind, duck-shaped dictaphone (“very expensive”). Mr. 
Dink has mistakenly decided that Doug lacks older male influences. He is always 
volunteering to chaperone at a school dance or inviting Douglas to go see the Dewey 
Decimals on Ice Capades downtown at the library. Bud Dink is a well-meaning citizen 
who is oblivious to the real world. In spite of all his shortcomings, he is well-liked by the 
community and at least tolerated by Doug. 





Tippy Vink 

Tippy 1s a 46-year-old local girl who married Bud 
because he was a “good investment.” Their marriage is 
secure, but far from passionate. She is often sarcastic 
and a total pessimist. She can also be an intensely 
competitive woman. She was referred to as the 
“Dragon Lady” at Bluffco Publishing, where she was 
the editor of Shut Up! magazine--the magazine with an 
attitude; just last year she was elected Bluffington’s 
mayor, deposing Bob White. 


Jumbo Pictures, Inc. 


25 











FAMILIES 





THE BLUFFS 


Ever since the day, long ago, when Thaddeus Bluff defied superstition and founded 
Bluffington, the Bluffs have been the most prominent family in town.- As owners of 
Bluffco industries, the Bluffs are the town’s largest employer; from the Beebe Bluff 
Middle School to City Hall, there’s scarcely an institution 1n Bluffington that doesn t 
bear the Bluff imprint. The Bluffs are highly respected, and a few people actually like 
them. They live on a preposterously grand estate in Boogerton Heights. 


Bill Bluff 
The 41-year-old eldest son of the Bluff family is a 
shrewd, aggressive businessman who will stop at 
nothing to get what he wants. Bill is a highly-educated. 
well-groomed, charming, occasionally amusing 
individual who remains perfectly agreeable as long as 
things are done his way. “There is the Bluff way and 
the wrong way of doing things.” He is loyal to his 
family, his businesses and a very special stud horse 
named (mysteriously) Lucky Lady. 


Betty Bluff 


Bill’s 30-year-old wife is a prime example of the adage, 
“Just because you have money doesn’t mean you have 
good taste.” She dresses in the latest exotic fashions; 
on her, they tend to look extremely. . .stupid. She is 
highly active in the community and proudly takes credit 
for such achievements as subsidizing Ms. Mimi and her 
School of Dance. Betty dreams of Bluffington having 
its own ballet company someday. Then, of course, 
there’s the giant beet-shaped water tower just off Silas 
Marner Highway which she funded. But the talk of the 
town is her contribution to fine art--as seen on the 
Bluff estate’s enormous front lawn. Betty has 
commissioned a topiary in the shape of her daughter, 
Beebe; it is entitled My Daughter the Shrub. 
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Beebe Bluff 


Bill and Betty’s 13-year-old daughter has had a 
privileged existence. She is firmly convinced that she 1s 
the center of the universe and has no intention of 
‘sharing that position with anyone else. When she 
grows up, Beebe plans to have both a large family and a 
thriving career; all of her children will be girls named 
Beebe, and she will allow her husband the privilege of 
living on the Bluff estate and taking on the family name. 
In one of their more civic-minded moments, Bill and 
Betty decided it would be good for Beebe to 
experience the education of the masses and enrolled her 
at the Beebe Bluff Middle Bluffington -- a public school 
built by her father -- rather than the more elite Moody 
School. Beebe is now resigned to walking among the 
simple folk on the other side of the tracks. She 
_condescends to befriend Patti Mayonnaise: actually. 
she admires Patti, but of course would never let on. 


Secretly, Beebe is in love with Skeeter (see “Doug's 
Secret Admirer’) | 
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THE KLOTZES: | | | 

The Klotzes live in a huge mansion in Boogertown Heights -- a big step up in the world 
from their trailer home in Fat Jacks Trailer Park they lived in a year ago. It turns out Bill 
Bluff built the new school on land owned by Edwina and there was some weird stock 
swap -- Roger’s not too clear on the details, all he knows is that now he’s rich! 


Edwina Klotz 

Edwina-Klotz is a 37-year-old hairdresser at Rose's 
Beauty Parlor and the mother of Roger. Edwina has a 
friendly personality, but she has her hands full raising 
Roger on her own, which sometimes pushes her hot 
button, turning her into someone more like Roseanne 
Barr. Her hobby is Monster Trucks. See “Doug's Fat 
Cat.” 


Roger Klotz 

14-year-old Roger, school bully and Doug’s nemesis, 
lives with his mother Edwina and cat Stinky. Roger 1s 
actually fairly harmless; he would never cause physical 
damage to anyone, and he usually chickens out rather — 
than do anything really nasty. Doug and his friends 
tolerate his presence, even though he’s an annoyance. 
It’s important not to make Roger seem like the devil; 
he’s mean, but he doesn’t do evil for the pure joy of it. 
He’s driven by the same needs for acceptance as 
anyone else. 





Stinky 
Stinky is a stray alleycat Roger found and nursed back 
to health. Now they are inseparable. Stinky 1s loyal 
and affectionate only to Roger; the rest of the world 1s 
suspect. Stinky hates Porkchop, and the two pets face 
off between their owners’ knees every time Roger and 
Doug meet. Stinky had kittens in “Doug’s Fat Cat.” 





Jumbo Pictures, Inc. 








SCHOOL 





CHARA CTERS 





Bob White 

Bob White used to be the mayor, and has a weekly call- 
in show on local radio. After losing the last election to 
Tippy Dink he found himself running the new school 
(the old one collapsed from termite infestation). The 
“ex-mayor or your next-mayor” Bob White never stops 
campaigning even with his students, the “future voters 
of Bluffington.” 


Miss Kristal 

The fragile English teacher. A woman who has no 
trouble dramatizing Moby Dick complete with | 
splashing water effects and Ahab outfit -- but somehow 


- screwing up in her class is worst of all, because she’s 


certain it’s her fault. She’s New Agey, and sometimes 
will wander form ordinary literary criticism into Shirley 
McLainesville. | 


Mr. = Shefacki 


Mr. Shelacki is the goofy Beebe Bluff Middle School 
Guidance Counselor. A Richard Simmons type who 
believes in hug therapy and feel-good positive thinking. 
His overwhelming enthusiasm and personality tend to 
drive people crazy, instead of drawing them in for any 


sort of helpful guidance. See “Doug’s New Teacher” 


and “Doug’s Career Anxiety.” 
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Coach Spitz 

Coach Spitz 1s a Vince Lombardi wanna-be who 
believes that any sport is a man’s sport, with the 
possible exception of field hockey. He’s a hard man 
who drives his players to the very brink of physical 
collapse in pursuit of excellence-or of the satisfaction of 
his own overgrown ego. 


Bob Fort 

He’s the music teacher and marching band director. A 
cross between General Patton and a poke in the eye 
with a sharp stick. This is the kind of teacher who, if 
you hit a wrong note, makes you drop and give him 
twenty pushups. He makes kids field strip their 

_ instrument blindfolded. 


‘' The Heaver Twins 

Homer teaches woodshop, Road teaches metalshop. 
Homer the softer of the two, speak of going with the 
grain, of finding the essential character of the wood. 
Road, on the other hand is a real rivethead. The 
problem is you don’t know which one is looking over 
your shoulder at your project. When they’re together 
they’re a bit like the Car Talk guys. 


Mr. _ Abbot Caka Mr. Absent) 


A guy who vanishes. He is usually there at the top the 
class, but then takes off, usually leaving Skeeter in 
charge. 
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Patti Mayonnaise 
Doug’s secret love, Patti Mayonnaise lives with her 
father, Chad Mayonnaise, and her guinea pig, Hamlet. 
Her father, Chad, following a car accident. has been 
confined to a wheelchair. Patti’s mom died in the same 
accident. Her older brother Art has moved to 
Bloatsburg to go to Bloatsburg State. ‘Patti 1s a cute, 
smart, popular classmate of Doug. She is a natural-born 
leader and is not prone to give in to peer pressure. She 
has a great sense of humor and is well-liked by most of 
her classmates. Her closest friends are Beebe and 

i, ~~ Chalky. Her biggest fault may be that she is overly 
conscientious and takes on the world’s problems as a personal challenge. Patti is the 
adolescent dream-girl most boys never met when they were kids. Any sexual tension 
generated from plots dealing with Doug’s crush on Patti are treated with the innocence 
and naivete of pre-pubescent kids getting the first flashes of attraction to the opposite 





Chalky Studebaker 


-Chalky, age 12, lives at 76 Trombone St. in Boogerton 
Heights. He is the top athlete in his class and gets the 
best grades. Chalky’s drive for perfection is fueled by 
his overachieving family. Chalky and Roger are 
absolute opposites. 


Roger’s Gang 

Roger’s gang is a chorus of idiots who back him up by 
laughing at his jokes, seconding his taunts, and going 
along with his harebrained schemes. They are generally 
a step behind Roger, mentally; this is quite an 
achievement. 13-year-old Boomer Bledsoe is the 
angriest of the trio. He’s a goofy loudmouth who has 
adopted a surfer-dude accent, though he’s never been 
to the ocean in his life. Ned Cauphee is a bona fide 
weirdo with a squeaky, grating voice to prove it. Willy 
White is the son of Bluffington mayor Bob White, and 
is rebelling against his family in every possible 
way--including his thickheaded “D-uh” voice. 
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Connie Benge 

Connie is Beebe Bluff’s best friend; she used to let 
Beebe walk all over her, but she’s come into her own: 
she’s trimmed down and picked up the electric guitar 
and is likely to whip it out and launch into a high- 
pitched, caterwaul, punk tune at normally sedate 
Bluffington events. 


Al & Moo Sleech 

The weird 10-year-old twin boys that skipped several 
grades and go the Moody School for the Gifted. 
They’re not much on conversation; they communicate 
with each other through sounds and numbers. They 
both love science fiction and computers. 


Guy Graham 


He’s the super-slick, super-charming head of the “The 
Weekly Beebe,” the school paper where Doug does 
cartoons. His father’s a publishing magnate and runs 
“The Bluffington Gazette.” Doug fears Patti might 
actually like this Guy guy. 


Sally 


She’s a year older than Doug and takes him under her 
wing when he starts to work on the school paper where 
she’s an editor. She’s bright and energetic -- a news 
hound.- | 


Skunky Beaumont 

Long-haired and spacy. Skunky gets lost easily. His 

response to most questions 1s a sincere “whoa.” He’s 
not out to break the rules, he just doesn’t understand 

that they apply to him. Surferish. At odd moments in 

class he'll just break into giggles. 
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Larry and the AV Nerds 

Larry and the AV guys (Elmo, Lincoln. and Brian) are 
quiet, shy fellows who record every school event and 
supervise the AV equipment. Larry, however. came out 
of his shell in “Doug’s Big Brawl,” when he got in a 
fight with Doug (they are now good friends). Elmo, 
Lincoln, and Brian remain an inseparable uni-character 
(like Huey, Duey, and Louie). 


Fentruck 
A friendly exchange student from Yakkestonia. See 
“Doug Meets Fentruck.” 


Judy’s Moody School Friends 


Cassius Rondelé, Serenity Pitowski. See “Doug’s a 
Genius” and “Doug: Operation Moody School.” 


Percy Femur 

Percy is Lamar Bone’s Hulk-like nephew--the only 
bully big enough to scare Roger. See “Doug Saves 
Roger” and “Doug’s Summer Camp.” He goes to the 
Military Academy in Bloatsburg, sixty miles from 
Bluffington. He 1s used as a secret weapon by the local 
Junior High School football team. 
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The Beets 

Wacked-out arbiters of Bluffington cool, world-famous 
rock group The Beets -- Chap Lipman, Munroe Y oder, 
Wendy Nespah, and Flounder. -- sport English accents 
(except Flounder who’s from Bluffington), extreme 
hairdos and outfits hyping every conceivable rock 
cliché. Like all the great dinosaur rock bands they re in 
an endless cycle of breaking up and getting back 
together. Songs: “Prickly Heat,” etc. See “Doug: A 
Limited Corporation.” 


Mr. Swirly 

Mr. Swirly is the owner of the Mr. Swirly Ice Cream 
Factory and Soda Shop, hence, has the highest approval 
rating in the 7-to-13 age group of any adult in town. 
See “Doug Is Mayor for a Day.” 


Old -man Sully 


Mr. Sully is the friendly old proprietor of Sully’s Comic 
&Book Nook. See “Doug’s Hot Property.” , 


Lamarr Bone 

A joyless, shrunken man with a flat, nasal voice who 
closely resembles Don Knotts’ Barney Fife, is a 
mean-spirited, literal-minded persecutor of kids and 
enemy of all things fun. 


Eric and Norman (The Sloth Brothers. 


The incompetent Eric and Norman are a Laurel-and- 
Hardy slapstick team. They don’t speak; they mumble 
inaudibly. They can be used in any manual-labor scene, 
moving, putting up signs, etc. See “Doug Bags a 
Neematoad.” 
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Chad Mayonnaise | 
Chad is Patti Mayonnaise’s dad; he lost the use of his 
legs in an accident, but that hasn’t slowed him down. 
See “Doug Rocks the House” and “Doug & Patti P. 
1.” Chad now teaches History at Beebe Bluff Middle 


School. 


Mr. Sfeech 

Mr. Sleech is the father of the twin geniuses Al and 
Moo. He works the night shift at the local bakery and 
“experiments” on new recipes in his secret basement. 
See “Doug & the Weird Kids.” 


Grandma Opal 

Doug s 66-year-old grandmother is a vivacious, 
experimental, fearless, wacky ex-flapper in the mold of 
~ Auntie Mame. See “Doug on the Wild Side.” | 


Grandma Funnie 
She’s down-to-earth and runs a little craft shop, that’s 
mainly a hangout for her “homegirls.” See “Doug: A 
Limited Corporation.” 


Mrs. Perisrew 

Mrs. Perigrew teaches art at the Bluffington Art Guild. 
She is always looking for new talent, but she probably 
_ wouldn’t be able to recognize it if she saw it. See 
“Doug’s a Genius.” 


Ms. Mimi 
Ms. Mimi is the eccentric dance instructor of the 
Bluffington Dance Company. See “Doug Wears 


Tights.’ _ 
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Quailman 

Quailman, strange visitor from the Planet Bob, whose 
lifelong mission on Earth is to do good, is a superhero 
who possesses the virtues of the quatl: patience and 
intelligence, grace and speed. More specifically. 
Quailman, when threatened, defeats his enemy by 
bobbing and darting, or by staring them down with the 
powerful “Quaileye,” twin wavelike rays which render 
his opponents helpless and stupefied. As you may have 
noticed, Quailman bears a remarkable physical 
resemblance to Doug Funnie--he exists only in Doug's 
imagination. His canine sidekick is Quaildog, a thinly 
disguised Porkchop. Most of Quailman’s enemies bear 
an unmistakable resemblance to Roger Klotz. See 
“Doug is Quailman.” 





Man-O-Steef Man 
Doug’s favorite comic-book hero is the repetitively 
redundant Man-O-Steel Man. His primary power is his 

- bulging shiny muscles. MOS Man’s fellow superheroes 
are: Brainwave Woman, Yoyo Girl, and the Human 
Cyclone. See “Doug’s Hot Property.” 


Race Canyon 
Race Canyon is the star of Doug’s favorite movie series. 
Race is the high-adventure-type (1.e., Indiana Jones, 
MacGyver) that senses danger before it happens, 
narrowly escapes disaster, and always gets the prize in 
the end. He is accompanied by his trusty companion 
Skeetari. See “Doug and the Yard of Doom.” 





Smash Adams, Secret Agent 


Smash Adams 1s an ultrasuave spy in the James Bond 
mold--the star of comic books and movies. Doug 
imagines himself as Smash whenever the situation calls 
for some crafty sneaking around. See “Doug 
Doodles.” 
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BLUFFSCOUTS 

Doug and the rest of the kids are avid participants in Troop 617 of the local scouting 
organization, the “Bluffscouts.” Mr. Dink is the troop leader. The Bluffscouts afford 
Doug and his friends an opportunity to cultivate their ancestral links with the natural 
world - and to get lost in the woods, scare themselves to death with ghost stories, gorge 
themselves sick on toasted marshmallows, cover themselves with dirt and mud, run each 


others’ underwear up the flagpole, and other important stuff. 


As in the Boy Scouts, many Bluffscout activities are oriented towards winning badges. 
Bluffscout badges, however, tend to be awarded for rather unorthodox activities, like 
stump-hopping, birdholding, advanced headstands, shadow bunnies, and underwater 
calligraphy. See “Doug Takes a Hike” and “Doug Grows Up.” 


PATTI'S PULVERIZERS | 
Patti was kicked out of Bluffington Baseball try-outs by the gruff, over-bearing Coach 
Spitz for being a girl. She, along with the other rejected kids (Doug, Skeeter, Beebe. and 
others), decide to form their own baseball team. See “Doug Out in Left Field.” 
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“Brand Spanking New Doug” 
Episode Summaries 1-26 


Doug’s Last Birthday | 
It’s the end of summer and Doug faces a sea of change: he starts in a new school next 


week, his favorite band, The Beets, have announced their breakup and Roger shows up 
rich! Trying to put a halt to it all, Doug cancels his birthday. Will Doug learn to steer 
through life’s inevitable twists and turns? 


Doug’s New School | 
Patti and Doug find themselves in a head-to-head battle when they each have their own 


“brilliant” idea for the school naming contest. Their friendship is tested like it never has 
been before. 


Doug Grows Up 
Just as the Bluffscouts are preparing their annual Shindig-a-Rama, Doug discovers his 


junior-high friends think the Bluffscouts are for babies. Will Doug dump Skeeter and 
the Bluffscouts for a more “mature” crowd? | 


Doug’s Hoop Nightmare 4 
Doug finds himself out of his league at a hyper-athletic summer sportscamp. He 
desperately tries to keep up so he won’t fail in the eyes of coach Patti. 


Doug’s Patti Beef 
Doug is certain this new snooty club Patti is rushing -- the Junior Daughters of the 
Founding Mothers and Fathers -- is pure evil and sets out to rescue her. 


Doug: A Limited Corporation 

Needing money to see The Beets final concert Doug gets a job at his grandmother's 
crafts shop. Not finding the riches he expected in hawking needlepoint kits Doug 
decides to go for broke. 


Doug’s in Debt | 

The last thing Doug wants to admit 1s that he’s lost Judy’s favorite hat. Roger says he’ll 
give it back provided Doug helps him out. How bad can one little favor be? 

Doug’s Bloody Buddy 

With Halloween approaching, rumors fly that Doug’s best friend is a vampire -- after all 
Skeeter is blue and wasn’t that him cavorting with bats in the school’s bell tower? Will 
Doug stand by his friend even if it means becoming one of the un-dead himself? 


Doug’s Big Comeback _ 

It’s hard to top the celebrity status Doug’s getting just by cracking a few jokes at 
nina expense. But to keep the yucks coming Doug has to insult more and more 
people ... | 
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Doug Directs | | 
reiaes has a different idea for the Founder’s day play. Can the director, Doug, get his 


troops to cooperate? 


Doug’s Brain Drain . | 
After some deep thinking, Doug decides the Beebe Bluff Brain Team 1s the club for him. 


But is Doug enough of a mental heavyweight to join the budding Einsteins? Doug is 
given the exam of a lifetime. 7 


Doug’s Movie Madness ; 

Will Doug disobey his parents and go to the latest action-adventure gorefest? 

Doug’s Big Switch | | 

Who has it worst? Doug and the gang decide to switch lives so they can all take it easy. 
Or can they? 


Doug Gets His Wish 
All the kids think it’s great when Principal White starts teaching. After all he’s easy. 
But it doesn’t take long before Doug feels his brain turning to mush. 


Doug’s Secret Christmas Ss 
With a baby on the way nobody has time for the usual family traditions. Doug decides 
to put the fa-la-la-la-la back into the season -- even if he has to do it by himself. | 


Doug’s Hot Dog : 
When Doug brings home the cutest stray puppy in the whole world and Porkchop feels 
neglected, it’s only the beginning of Doug's woes. 


Doug’s Great OpporTOONity 

With the student body election running neck-and-neck, everyone wants the new 
editorial cartoonist, Doug, to support their campaign. Temptation looms as Doug 
struggles between using the “power of the pen” to win friends or to deal with real 
issues. 


Doug Gets a Roommate ; 

Ned Cauphee’s coming over?! Ned is the most annoying kid in school, but when his 
house burns down Theda offers to put htm up for a few days while it’s fixed. Great. 
Can life get any worse? 


Doug Gets Booked 

When Ms. Kristal assigns the class a book report with no restrictions the race is on to do 
the most in-your-face, glitzy, impressive book-report ever. Doug’s ideas get bigger, 
slicker and more outlandish until... 
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Doug’s Filthy Habit | 
When kids hear that Nic-Nacs, “the snacks that relax,” aren’t for minors, they become 


an overnight craze. Doug’s news-hound instincts smell a story. 


Doug’s Big Panic 
Guy Graham has cast Patti as the lead in a play with a KISSING SCENE! Doug 1s 
desperate to get that part, but with Guy Graham in the director’s chair; anything can 


happen. 


Doug’s Hairy Situation ss | 
Who’s hair is in the sink? It’s time for desperate measures as Doug tries every baldness 


cure in the book. Will any of them work? What’s a. 12-year-old, cueball to do?! 


Doug: Oh, Baby! 
The new baby is bright, funny, and impressionable. Will it turn out to be like Doug, 
or...(horrors) Judy!? Doug sets out on a campaign to mold the new baby in his own 


image. 
Doug’s Disappearing Dog 


Porkchop’s gone! What happened?! Doug tries to piece together clues, but only comes 
up with a murky web of conflicting stories. Will he ever find out who drove his best 


non-human friend away? 


Doug’s Mural Mania 
Doug and Roger are both chosen to paint a mural at school. Cooperate? With Roger? 


It seems impossible but there’s a deadline and that mural has to get done. 


| Doug on the Road 
Judy doing something nice? When she offers to drive Doug to Funkytown, he knows 
he should be suspicious. But it’s not until they’re on the road that he finds out her real 


plan. Arrgh!! 
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